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GAMING DEVICE HAVING A GRADUATING AWARD EXCHANGE 
SEQUENCE WITH A TEASE CONSOLATION SEQUENCE AND AN 
INITIAL QUALIFYING SEQUENCE 

COPYRIGHT NOTICE 
A portion of the disclosure of this patent document contains or may 
contain material which is subject to copyright protection. The copyright 
owner has no objection to the photocopy reproduction by anyone of the 
10 patent document or the patent disclosure in exactly the form it appears in 
the Patent and Trademark Office patent file or records, but otherwise 
reserves all copyright rights whatsoever. 

DESCRIPTION 

15 The present invention relates in general to a gaming device, and 

more particularly to a gaming device including an initial qualifying 
sequence followed by a series of graduating player selectable award 
exchange sequences, and wherein the game can provide one or more 
consolation tease sequences when the player decides to exchange a 

20 known award. 

BACKGROUND OF THE INVENTION 
Gaming devices currently exist with bonus rounds in which a player 
has one or more opportunities to select masked bonus awards from a 




pattern or group of masked awards displayed to the player. When the 
player chooses a masked award from the pattern, the game removes the 
mask and either awards the player with a bonus value or terminates the 
bonus round with a bonus terminator. The outcome depends upon 
5 whether the player selects an award or a terminator. 

In the above game, the controller of the gaming device randomly 
places a predetermined number of masked awards and terminators in the 
pattern at the beginning of the bonus round and maintains the positioning 
until the bonus round terminates. When the player selects a masked 

10 award, the player receives the value of the award, and the game typically 
displays a message that the player may continue and enables the player 
to select another masked award. The player then selects another masked 
award, and the process continues until the player selects a masked 
terminator. European Patent Application No. EP 0 945 837 A2 filed on 

15 March 18, 1999 and assigned on its face to WMS Gaming, Inc. discloses 
a bonus scheme of this type. 

Gaming machines also currently exist with bonus rounds in which 
the game selects or determines the player's award. PCT application 
number PCT/AU97/00121 entitled, Slot Machine Game with Roaming Wild 

20 Card, having a publication date of September 4, 1997, discloses an 
example. In this application, a slot machine having a video display 
contains a plurality of rotatable reels with game symbols. When the player 
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receives a triggering symbol or combination, the game produces a bonus 
symbol. The bonus symbol moves from game symbol to game symbol 
temporarily changing the game symbol to a bonus symbol. If the change 
results in a winning combination, the player receives an award. 

In the first known game, the "go-until" or "do-until" bonus roupd^can 
end quite quickly if the player selects a terminator early^fi the bonus 
round. The player blindly selects masked awards unttrselecting the bonus 
terminator, which is immediately displayed. Xhe player knows nothing 
about the location of any particular awar#and there is no logical incentive 
to select any particular masked award as opposed to any another masked 
award. Choosing a maskeei award also poses no risk to a previously 
accumulated award. That is, there is no incentive to stop selecting. The 
only logical course is for the player to continue selecting until selecting a 
terminator. /The player's involvement in the bonus round and thus the 
playerXlevel of enjoyment and excitement from the bonus round is thus 
limited. 

The second known game has even less player interaction. The 
game completely determines the bonus round award, and the player has 
no affect on the outcome. The player is a mere observer to the bonus 
round sequence and participates only by receiving an award. In both 
games, the player is not prompted to calculate, weigh options, or explore 
any consequences of any action. To increase player excitement and 
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enjoyment, it is desirable to provide a gaming device, and more 
specifically a bonus round of a gaming device, which prompts a player to 
calculate, weigh options and explore the consequences of the player's 
selection. 

5 In the known "go-until" or "do-until" bonus round, the game reveals 

all unselected awards and terminators associated with the pattern after the 
player selects a terminator. The application makes no specific reference 
as to how or in which manner the game reveals the unselected awards or 
terminators. Revealing the masks from selected and unselected awards 

10 and other gaming device components is well known in the art. No known 
game, however, reveals awards or other gaming device components in 
any particular manner or employs any particular method of deciding which 
awards, to reveal first, second, etc. It should be appreciated, that in a 
game which prompts a player to calculate, weigh options, and explore the 

15 consequences of the player's selection, it is desirable to reveal the 
consequences of the player's selection in a manner that maximizes player 
excitement and enjoyment. 
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SUMMARY OF THE INVENTION 
The P resent invention provides a method for operation a gamtfig 
device and preferably a bonus round of said device, wherebyjhe player 
can selectively keep an award or attempt to sequentially exchange or 
5 trade up to a point or award total that enables thp^layer to obtain a final 
and desirable ultimate award. The present invention can disclose the 
value of the ultimate award, and ip/£ither case the player knows the 
existence of the ultimate aw9ra. The present invention preferably 
discloses or reveals the vaflue of the player's currently held or currently 
10 obtained award. Th^player preferably knows that there is an ultimate 
award the playej/nas an opportunity to obtain and preferably knows the 
award the a^yer must risk to obtain the ultimate award. The game can 
reveal the value of the intermediate award steps as the player decides to 
go for the ultimate award or settle for the currently held award. The game 
15 preferably provides a consolation award to a player upon an unsuccessful 
/ exchange and one or more tease sequences described below. 

In order for the main award exchange sequence of the present 
invention to proceed, the player must obtain an initial currently held award. 
The game can simply provide such an award to the player, e.g., "You now 
20 have 50 credits, you can keep them or try for another award." 
Alternatively, the game contemplates providing an initiator sequence, 
which is a game in and of itself. If the player is successful in the initiator 
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sequence, the player moves on to the main award exchange sequence for 
a try at the ultimate award. If not, the player preferably receives a 
consolation award and the bonus round preferably ends. As disclosed in 
detail below, the present invention contemplates storing a plurality of 
initiator games and invoking one of them at the start of the bonus round. 

If the player succeeds at the initiator game, Vpegame preferably 
provides the player with an award that becom^the initial currently held 
award in the main award exchange segjkf^nce of the present invention. 
The award exchange sequence im^lves the player successively risking 
10 the currently held award for opportunities to trade up to higher and higher 
awards to and reach anjrfftimate award. The player can stop at any point 
in the succession add keep the currently held award, at which point, the 
game or the tx5nus round preferably ends. If the player is unsuccessful in 
an attempt to trade up, the game preferably provides the player with a 
15 coj^olation award. 

The present invention preferably provides one or more tease 
sequences during the present invention. In a tease sequence, the game 
sequentially prompts or teases a player who has decided to risk a current 
award by upgrading the current award and asking the player to rethink the 
20 player's decision. The game contemplates providing the tease sequence 
using a plurality of different methods. 
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In one method, the game teases or prompts the player with a value 
higher than the player's currently held award each time the player elects to 
play for the ultimate award. For example, after electing to risk the player's 
current award, the game could provide the prompt, "Well, let's see what 
5 your decision would be if 20 credits are added to your total." Assuming 
the player's currently held award is 80 credits, the player can change 
course and keep the upgraded 100 credits, which the game then awards 
to the player. If the player continues to play for the ultimate award and 
risks the 100 credits, the game can continue to upgrade the award, e.g., to 

10 120, 150 credits, etc. Eventually, the game reveals whether the player 
has successfully advanced towards the ultimate award. 

Alternatively, the present invention provides a tease sequence 
either sporadically or whenever the player unsuccessfully attempts to 
trade up for the ultimate award. In this instance, the game does not reveal 

15 that the player's attempt has been unsuccessful. The player thus believes 
that the player is playing for the ultimate award and is risking the currently 
held award. If the player insists on playing for the ultimate award, the 
game eventually discloses that the player has lost the current award. The 
consolation tease sequence, in this instance, gives the player a second, 

20 third or fourth chance to win more than the player's current award. The 
game can successively prompt the player, as before, by raising the value 
a plurality of times before disclosing the player's unsuccessful attempt. 
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It is therefore an object of the present invention to provide a bonus 
round of gaming device, wherein the game prompts a player to calculate, 
weigh options and explore the consequences of the player's selection. 

Another object of the present invention is to provide an initial game, 
5 wherein the outcome of the initial game determines whether a player can 
play the main game of the present invention. 

A further object of the present invention is to provide a gaming 
device having a tease sequence, wherein the game sequentially prompts 
or teases a player who has decided to risk a current award by upgrading 
10 the current award and asking the player to rethink the player's decision. 

Other objects, features and advantages of the invention will be 
apparent from the following detailed disclosure, taken in conjunction with 
the accompanying sheets of drawings, wherein like numerals refer to like 
parts, elements, components, steps and processes. 

15 

BRIEF DESCRIPTION OF THE DRAWINGS 
Fig. 1 is a front elevational view of a general embodiment of the 
gaming device of the present invention; 

Fig. 2 is a schematic block diagram of the electronic configuration 
20 of one embodiment of the gaming device of the present invention; 
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Fig. 3 is an enlarged front plan view of the display device generally 
displaying the components of the preferred award exchange embodiment 
of the present invention; 

Fig. 4 is a schematic table illustrating one possible database of 
5 different values that the present invention can employ; 

Fig. 5 is a process flow diagram of an initiator sequence 
embodiment, wherein upon a bonus round triggering event, the present 
invention randomly selects one of a plurality of initiator games for the 
player to play; 

10 Fig. 6 is a process flow diagram of a preferred award exchange 

sequence embodiment, wherein the present invention automatically 

includes a tease sequence; 

Fig. 7 is a process flow diagram of a tease sequence embodiment, 

wherein the present invention sequentially upgrades the player's award 
15 and requests the player to reselect whether to exchange the upgraded 

award; 

Fig. 8 is an enlarged front plan view of the display device generally 
displaying the components of an alternative award exchange embodiment 
of the present invention; and 
20 Fig. 9 is a process flow diagram of an alternative award exchange 

sequence, wherein the present invention provides a tease sequence when 
the player unsuccessfully attempts to exchange an award. 
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DETAILED DESCRIPTION OF THE INVENTION 
Gaming Device and Electronics 
Referring now to the drawings, Fig. 1 generally illustrates a gaming 
5 device 10 of one embodiment of the present invention, which is preferably 
a slot machine having the controls, displays and features of a conventional 
slot machine. Gaming device 10 is constructed so that a player can 
operate gaming device 10 while standing or sitting. However, it should be 
appreciated that gaming device 10 can be constructed as a pub-style 
10 table-top game (not shown) that a player can operate preferably while 
sitting. Gaming device 10 can also be implemented as a program code 
stored in a detachable cartridge for operating a hand-held video game 
device. Also, gaming device 10 can be implemented as a program code 
stored on a disk or other memory device which a player can use in a 
15 desktop or laptop personal computer or other computerized platform. 
Gaming device 10 can incorporate any game such as slot, poker or keno. 
The symbols used on and in gaming device 10 may be in mechanical, 
electrical or in video form. 

As illustrated in Fig. 1, gaming device 10 includes a coin slot 12 
20 and bill acceptor 14 where the player inserts money, coins or tokens. The 
player can place coins in the coin slot 12 or paper money in the bill 
acceptor 14. Other devices could be used for accepting payment such as 
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readers or validators for credit cards or debit cards. When a player inserts 
money in gaming device 10, a number of credits corresponding to the 
amount deposited is shown in a credit display 16. The present invention 
preferably employs or uses credits, however, the present invention is not 
5 limited to the use of credits and contemplates employing other units of 
value such as money. For purposes of describing and claiming this 
invention, the term "credit" includes any unit of value such as a gaming 
device credit or actual money. 

After depositing the appropriate amount of money, a player can 

10 begin the game by pulling arm 18 or by pushing play button 20. Play 
button 20 can be any play activator used by the player which starts any 
game or sequence of events in the gaming device. 

Referring to Fig. 1, gaming device 10 also includes a bet display 22 
and a bet one button 24. The player places a bet by pushing the bet one 

15 button 24. The player can increase the bet by one credit each time the 
player pushes the bet one button 24. When the player pushes the bet one 
button 24, the number of credits shown in the credit display 16 decreases 
by one, and the number of credits shown in the bet display 22 increases 
by one. 

20 Gaming device 10 also has a display window 28 which contains a 

plurality of reels 30, preferably three to five reels in mechanical or video 
form. Each reel 30 displays a plurality of symbols such as bells, hearts, 
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martinis, fruits, cactuses, numbers, cigars, letters, bars or other images, 
which preferably correspond to a theme associated with the gaming 
device 10. If the reels 30 are in video form, the gaming device 10 
preferably displays the video reels 30 in a display device described below. 
5 Furthermore, gaming device 10 preferably includes speakers 34 for 
making sounds or playing music. 

At any time during the game, a player may "cash out" and thereby 
receive a number of coins corresponding to the number of remaining 
credits by pushing a cash out button 26. When the player "cashes out," 
10 the player receives the coins in a coin payout tray 36. The gaming device 
10 may employ other payout mechanisms such as credit slips redeemable 
by a cashier or electronically recordable cards that keep track of the 
player's credits. 

With respect to electronics, the controller of gaming device 10 
15 preferably includes the electronic configuration generally illustrated in Fig. 
2, which has: a processor 38; a memory device 40 for storing program 
code or other data; a display device 32 (i.e., a liquid crystal display) 
described below; a plurality of speakers 34; and at least one input device 
as indicated by block 33. The processor 38 is preferably a microprocessor 
20 or microcontroller-based platform that is capable of displaying images, 
symbols and other indicia such as images of people, characters, places, 
things and faces of cards. The memory device 40 can include random 
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access memory (RAM) 42 for storing event data or other data generated 
or used during a particular game. The memory device 40 can also include 
read only memory (ROM) 44 for storing program code, which controls the 
gaming device 10 so that it plays a particular game in accordance with 
5 applicable game rules and paytables. 

As illustrated in Fig. 2, the player preferably uses the input devices 
33, such as the arm 18, play button 20, the bet one button 24 and the 
cash out button 26 to input signals into gaming device 10. In certain 
instances, a touch screen 46 and an associated touch screen controller 48 

10 can be used in conjunction with a display device described in detail below. 
Touch screen 46 and touch screen controller 48 are connected to a video 
controller 50 and processor 38. A player can make decisions and input 
signals into the gaming device 10 by touching touch screen 46 at the 
appropriate places. As further illustrated in Fig. 2, the processor 38 can 

15 be connected to coin slot 12 or bill acceptor 14. The processor 38 can be 
programmed to require a player to deposit a certain amount of money in 
order to start the game. 

It should be appreciated that although a processor 38 and memory 
device 40 are preferable implementations of the present invention, the 

20 present invention can also be implemented using one or more application- 
specific integrated circuits (ASIC's) or other hard-wired devices, or using 
mechanical devices (collectively referred to herein as a "processor"). 
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Furthermore, although the processor 38 and memory device 40 preferably 
reside on each gaming device 10 unit, it is possible to provide some or all 
of their functions at a central location such as a network server for 
communication to a playing station such as over a local area network 
5 (LAN), wide area network (WAN), Internet connection, microwave link, and 
the like. For purposes of describing the invention, the controller includes 
the processor 38 and memory device 40. 

Referring to Figs. 1 and 2, to operate the gaming device 10, the 
player must insert the appropriate amount of money or tokens at coin slot 

10 12 or bill acceptor 14 and then pull the arm 18 or push the play button 20. 
The reels 30 will then begin to spin. Eventually, the reels 30 will come to a 
stop. As long as the player has credits remaining, the player can spin the 
reels 30 again. Depending upon where the reels 30 stop, the player may 
or may not win additional credits. 

15 In addition to winning credits in this manner, gaming device 10 also 

preferably gives players the opportunity to win credits in a bonus round. 
This type of gaming device 10 will include a program that will automatically 
begin a bonus round when the player has achieved a qualifying condition 
in the game. This qualifying condition can be a particular arrangement of 

20 indicia on the display window 28. The gaming device 10 also includes a 
display device such as a display device 32 shown in Fig. 1 enabling the 
player to play the bonus round. The display device 32 can be any known 
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video monitor, television screen, dot matrix display, CRT, LED, LCD or 
electro-luminescent display. The display device 32 can be color or 
monochrome although, preferably, the display is color. Preferably, the 
qualifying condition is a predetermined combination of indicia appearing 
on a plurality of reels 30. As illustrated in the three reel slot game shown 
in Fig. 1, the qualifying condition could be the text "BONUS!" appearing in 
the same location on three adjacent reels. 
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Bonus Round Display 
The present invention can be employed as a bpfttis round in 
gaming device or a primary game in a gapwlg device. The main 
difference between the two is that inaK^rimary game, the player can win 
nothing. In a bonus round Jfte game preferably provides at least some 
consolation award to^tfie player. The present invention is preferably a 
bonus roundoff a gaming device and is thus described as such. The 
presept'lnvention, however, is not so limited and can be employed as a 
,pfimary game in a gaming device. 

Referring now to Fig. 3, an enlarged front plan view of the display 
device is shown having the components of the award exchange sequence 
of the present invention. The display device 32 preferably includes a 
touch screen 46 and an associated touch screen controller 48 described in 
connection with Fig. 2. Each of the selectors 52, 54, 56 and 58 associated 



15 




with the keep feature and the symbols "A", "B" and "C", respectively, on 
display device 32 is thus preferably a player selectable area, which sends 
a unique input signal to the controller of the present invention. 
Alternatively, the present invention contemplates associating one or more 
5 front panel mountable input devices 33 (Fig. 2), said input devices being 
well known in the art, which enable a player keep or to select one of the 
symbols "A", "B" or "C". 

The "keep" selector 52 also preferably updates and displays the 
value of the player's current award and is thus an indicator as well as a 

10 selector. The indicator can likewise be a front panel mountable indicator, 
as is the credit display 16 or the bet display 22 illustrated in Fig. 1. The 
present invention can alternatively provide a separate "keep" simulated 
and/or front panel mountable selector and indicator (not illustrated) or any 
combination thereof. The game also preferably provides a suitable visual 

15 and/or audio prompt 60, which directs the player to keep a current award 
by selecting the "keep" button 52 or exchange it for one of the awards 
associated with symbols "A", "B" or "C". 



different values that the present invention can employ. Those skilled in 
the art of gaming device manufacturing can develop many different 



Bonus Round Database 
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Referring now to Fig. 4, a schematic table illustrates a database of 
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database structures of one or more databases, which the present 
invention could employ. The database of Fig. 4 is one possible database 
configuration that aids the description of the present invention. 

The database of Fig. 4 includes a column 62 having three current 
player award ranges 25-100, 400-500 and 700-1000. These ranges 
include the player's currently held award for the beginning of an exchange 
sequence. The column 64 includes three corresponding consolation 
awards 20, 100 and 300. The game awards the consolation values when 
the player unsuccessfully attempts to exchange or upgrade the current 
award. The column 64 includes three upgrade award ranges 400-500, 
700-1000 and 1500-3000. The game upgrades or exchanges the player's 
current award with an upgrade award from the corresponding range upon 
a successful exchange. The upgrade range from a preceding row, e.g., 
row 76 thus becomes the player's current range in a succeeding row, e.g., 
row 78. The upgrade range of the final row 80 includes the ultimate 
award, i.e. 3000. 

Columns 68, 70, 72 and 74 include lir^erelasing incremental tease 
awards. For instance, when the playens risking a current award ranging 
from 700 to 1000 from rowJHjT the game can increase the award by 100, 
200, 300 and 400/dredits, each time prompting the player to decide 
whether to keep or continue. In this database example, the addition of 20, 
30, 40^ and 50 credits to the highest possible current award, i.e., 100 of 

17 
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row 76 would not pierce or reach theupgrade range, i.e., 400-500. 
However, the addition of 50^80^^100 and 150 credits to the highest 
possible current awaEcKfe., 500 of row 78 would pierce the upgrade 
range, i.e.,>0U-1OOO. The present invention can provide any value 
distribution desired by the game's implementor. 

It should be appreciated that the present invention preferably 
provides base game credit awards. Alternatively, the present invention 
can provide multiplier awards, a number of selections from an award pool 
or any other award contemplated by the implementor. 

Initiator Sequence 
Referring now to Fig. 5, a process flow diagram of an^rrtfiator 
sequence of the present invention is illustrated. Uppn^a bonus round 
triggering event, indicated by the oval 82, thegefme randomly selects one 
of three initiator games for the player Jptfay, as indicated by the block 84. 
The game can equally weight tbechances of picking any particular initiator 
game or assign a weighted percentage to each. The game can make 
such determinatipriat any prior point of the bonus round or base game of 
the gaming/aevice. The present invention can store any number of 
initiatprgames and can employ multiple initiator games during any given 
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The present invention can include any type of player selectable or 
game selectable initiator game. They are preferably short, involve at least 
some player involvement, have approximately a fifty percent chance of 
advancing the player and at least provide the player with a consolation 
5 award. If the present invention is a stand alone rather than a bonus game, 
there does not have to be a consolation award. The initiator game 
preferably provides a suitable audio or visual message describing the 
chosen game, such as "Select any three (of six) items, you automatically 
win the values of the items, and if an item has a star on it, you advance to 

10 the next deal", as indicated by block 86. In another initiator game, the 
player picks any two of six items, and if the sum of the chosen picks is 
greater than a predetermined value, the player advances, as indicated by 
block 88. In a further initiator game, the player picks any three of six 
items, if the sum of the chosen items exceeds the sum of the unselected 

15 items, the player advances, as indicated by block 90. 

After the player picks from one of the initiator games, as indicated 
by blocks 86, 88 and 90, the game determines whether the player wins at 
the initiator game, as indicated by diamond 92. If the player does not pick 
items that enable the player to advance, the player wins a consolation 

20 award from the selected initiator game and the game of the present 
invention ends, as indicated by oval 94. The consolation awards are 
preferably a percentage of the player's current award range, as illustrated 
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by columns 62 and 64 of Fig. 4. If the player does pick items that enable 
the player to advance, the player wins the initiator game and advances to 
one of the award exchange sequences, as illustrated by the block 96. 

5 Preferred Award Exchange Sequence 

Referring now to Fig. 6, a process flow diagram of a preferred 
award exchange sequence embodiment is illustrated, wherein the present 
invention automatically includes a tease sequence. As indicated by the 
block 98 of Fig. 6, the player has a current award from the initiator game 

10 described in the process flow diagram of Fig. 5. The game preferably 
audibly or visually discloses to the player that an ultimate or big deal 
award is available to the player. The game selects two values from the 
appropriate award upgrade row of the database of Fig. 4 and randomly 
assigns each value to one of the symbols "A", "B" or "C" illustrated in Fig. 

15 3. The game selects the corresponding consolation award from the same 
row of the database of Fig. 4 and assigns it to the remaining symbol "A", 
"B" or "C". 

As indicated by the block 100, the game displays the current award 
to the player and visually and/or audibly instructs or prompts the player to 
20 keep the current award or exchange it for what is associated with symbol 
"A", "B" or "C". If the player keeps the current award and forgoes the 
ultimate or big deal award, as indicated by a positive response to the 
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query of diamond 102, the bonus round ends, the player keeps the current 
award and the game preferably reveals the award of the unselected 
symbols, as indicated by oval 104. 

If the player does not keep the current award and plays for a 
5 chance at the ultimate or big deal award, as indicated by a negative 
response to the query of diamond 102, the game enables the player to 
select one of the hidden awards associated with a symbol disclosed in Fig. 
3, as indicated by the block 106. After the player's selection, the present 
invention automatically invokes the tease sequence, as indicated by the 
10 block 108, regardless of whether the player selected an award upgrade or 
the consolation award. The tease sequence is described in connection 
with Fig. 7. 

When the player returns from the tease sequence, as indicated by 
the block 110, the present invention makes a decision based upon 

1 5 whether the player selected one of the award upgrades or the consolation 
award. If the player selects the consolation award, as indicated by a 
positive response to the query of diamond 112, the bonus round ends, the 
player wins the appropriate consolation award from the database of Fig. 4, 
as indicated by the oval 114. The game may reveal the selected and/or 

20 unselected awards as discussed below. 

If the player selects one of the award upgrades, as indicated by a 
negative response to the query of diamond 112, the bonus round 
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continues and the player gets to play another award exchange or deal. In 
this example of the preferred embodiment, the player has a two in three 
chance of selecting an award upgrade and advancing to the next award 
exchange sequence. The present invention contemplates providing any 
such percentage of having the player advance. 

As indicated by the block 116, the player wins the award upa/acle, 
which the game sets to be the player's current award in tbe'next award 
exchange sequence. The game selects two new^alues from the next 
award upgrade row of the database of Fig^Xand randomly assigns each 
value to one of the symbols "A", "B'^/aTC" illustrated in Fig. 3. The game 
selects the consolation awaitf from the next consolation row of the 
database of Fig. 4 ancpaisigns it to the remaining symbol "A", "B" or "C". 
The game then cefurns the player to the instructional prompt indicated by 
block 100/The preferred award exchange sequence continues until the 
15 sequence ends as indicated by ovals 104, 1 14 or in ovals contained in the 
/tease sequence of Fig. 7. 
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Tease Sequence 

Referring now to Fig. 7, a process flow diagram of a tease 
20 sequence is illustrated, wherein the present invention sequentially 
upgrades the player's current award and requests the player to reselect 
whether to exchange the upgraded current award. The game 
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automatically invokes the tease sequence in the preferred award 
exchange embodiment disclosed in connection with Fig. 6 when the player 
decides not to keep the current award and play for a chance at the 
ultimate award. 

5 As indicated by the block 118, upon invoking the tease sequence, 

the game selects an appropriate incremental tease award from the 
appropriate row of the database of Fig. 4. Referring to Fig. 4, beginning 
„ with the row 76, the game selects the first incremental tease award from 

m the column 68, which is 20 credits. The game provides a suitable audio 

O 10 and/or visual prompt, such as "What is your decision now that we've 
□ added 20 credits to your current award?" The game also preferably 

- updates the keep indicator 52 of Fig. 3 to reflect that the player has in fact 

J* been awarded the incremental tease amount. Note that the game can 

^ increment credits as illustrated or alternatively present a new total award 

15 and suitable prompt, such as "What is your decision now that your new 
current award is 80 credits?" 

If the player keeps the current award with the incremental tease 
and forgoes the ultimate award, as indicated by a positive response to the 
query of diamond 120, the bonus round ends, the player keeps the current 
20 award plus the incremental tease award and the game preferably reveals 
the award of the unselected symbols, as indicated by oval 122. If the 
player does not keep the current award plus the incremental tease and 
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plays for a chance at the ultimate award, as indicated by a negative 
response to the query of diamond 120, the game enables the player to 
select the same or a different one of the hidden awards associated with a 
symbol disclosed in Fig. 3, as indicated by the block 124. That is, the 
5 player preferably can change the player's mind and select a different 
symbol or stick with a prior selection. 

After the player's selection, if the game randomly determines that 
another tease award exists, as indicated by a positive response to the 
query of diamond 126, the game sets the prior current award plus the prior 

10 incremental tease award to be the new player's current award, as 
indicated by the block 128. If the player's prior current award is 60 credits 
and the prior incremental tease award is 20, the player's new current 
award is now 80 credits. The game then again selects, as indicated by 
the block 118, the appropriate incremental tease award from the 

15 appropriate row of the database of Fig. 4, which is the same row used in 
the prior tease sequence loop. That is, referring again to the row 76 of 
Fig. 4, the game now selects the second incremental tease award from 
the column 70, which is 30 credits. The game likewise provides a suitable 
audio and/or visual prompt, such as "Well, let's see what your decision 

20 would be if we added another 30 credits to your current award?" The 
game also preferably updates the keep indicator 52 of Fig. 3 to reflect that 
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the player has in fact been awarded the incremental tease amount of 30 
credits. 

Referring again to Fig. 4, the sample database of the ope^ent 
invention illustrates four incremental tease awards with eapJrfow, namely, 
5 rows 76, 78 and 80. The present invention conteitfplates providing any 
number of possible incremental tease awarpK The present invention also 
contemplates randomly selecting apo adding less than all of the tease 
awards to the player's currenj^iward. Although not illustrated, the game 
can maintain a tease opeJoability distribution, for example, a 10% chance 
10 that the game adds'only the first tease, a 40% chance that the game adds 
on the first am second teases, a 40% chance that the game adds the first, 
secondhand third teases and a 20% chance that the game adds all four 
teases. 

/ The game can provide any tease probability distribution. The game 
15 provides the tease probability distribution so that the player does not learn 
a set pattern and automatically wait for a preset two, three or four 
incremental teases awards before making a decision to keep or try for the 
ultimate award. 

Referring again to Fig. 7, after the player's selection, if the game 
20 randomly determines that no other tease award exists, as indicated by a 
negative response to the query of diamond 126, the game preferably 
reveals the award of the symbol selected by the player as well as the 
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award of the unselected symbols, as indicated by the block 130. 
Revealing the player's relative success or failure at selecting a masked or 
hidden award increases player excitement and enjoyment. 

If there is no other award exchange sequence in the bonus round of 
5 the present invention as indicated by a negative response to the query of 
diamond 132, the bonus round ends and the player wins the award 
associated with the player's selected symbol, as indicated by the oval 134. 
Determining whether another award exchange sequence exists involves 
determining whether another row of the sample database of Fig. 4 exists. 

10 Once the player, for example, exhausts the rows 76, 78 and 80 of Fig. 4, 
the bonus round ends. The 3000 credits of the row 80 of Fig. 4 is thus the 
game's ultimate award. 

If there is another award exchange sequence in the bonus round of 
the present invention, as indicated by a positive response to the query of 

15 diamond 132, the game preferably returns the player to the award 
exchange sequence of Fig. 6. As disclosed above in Fig. 6, the game 
then determines whether the player advances (exchanges award for 
player selected upgrade) or whether the bonus round ends (player selects 
consolation award), as indicated by diamond 112. 

20 
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• # 

Alternative Embodiment 
Referring now to Fig. 8, an enlarged front plan view of the display 
device generally is shown displaying the components of an/alternative 
award exchange embodiment of the present inventiop/m Fig. 8, like in 
5 Fig. 3, the display device 32 preferably includes^aiouch screen 46 and an 
associated touch screen controller 48 disctissed in Fig. 2. The alternative 
embodiment also provides the keep selector and indicator 52, which 
updates and displays the vajue of the player's current award. In Fig. 8, 
unlike like in Fig. 3, the/dame only provides the two selectors 54 and 56, 
1 0 which as before are'associated with the symbols "A" and "B", respectively. 
The game al^o preferably provides a suitable visual and/or audio prompt 
138, whten now directs the player to keep a current award by selecting the 
keep/button 52 or exchange it for one of the two prizes associated with 
symbols "A" or "B". 

15 / A suitable sample database for the alternative embodiment is the 
database of Fig. 4. In the alternative embodiment, however, the present 
invention selects only one award upgrade from the ranges of column 66, 
rather than two, as before. As with the preferred embodiment, the 
database of Fig. 4 illustrates only one example of many possible database 

20 structures that the implementor can employ. 

Referring now to Fig. 9, a process flow diagram of an alternative 
award exchange sequence is illustrated, wherein the present invention 
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includes a tease sequence when the player unsuccessfully attempts to 
exchange a currently held award. As disclosed with respect to the 
preferred embodiment, the alternative embodiment can have any player 
advancement percentage, which the game controls by providing different 
5 numbers of selectors. Three selectors produced a two in three chance of 
advancement. Providing only two selectors gives the player a one in two 
chance to advance. Providing five selectors wherein two associate with a 
consolation award alternatively gives the player a three in five chance of 
advancement. 

10 The preferred embodiment can have any number of symbols 

including two as described with respect to Fig. 8. Likewise, the alternative 
embodiment can have any number of symbols including three as 
described above with respect to Fig. 3. The difference in the 
embodiments occurs in the award exchange sequence, wherein (i) the 

15 alternative embodiment only triggers the tease sequence when the player 
selects the consolation award (i.e., player will not advance) and (ii) the 
tease sequence is not automatically triggered in the event that the player 
selects the consolation award. 

As indicated by the block 140 of Fig. 9, the player has a current 

20 award from the initiator game described in the process flow diagram of 
Fig. 5. The game preferably audibly or visually discloses to the player that 
an ultimate award is available to the player. The game selects a value 
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from the appropriate award upgrade row of the database of Fig. 4 and 
randomly assigns the value to one of the symbols "A" or "B" illustrated in 
Fig. 8. The game selects the corresponding consolation award from the 
same row of the database of Fig. 4 and assigns it to the remaining symbol 
5 "A" or "B". 

As indicated by the block 142, the game displays the current award 
to the player and visually and/or audibly instructs or prompts the player to 
keep the current award or exchange it for what is associated with symbol 
"A" or "B". If the player keeps the current award and forgoes the ultimate 

10 or big deal award, as indicated by a positive response to the query of 
diamond 144, the bonus round ends, the player keeps the current award 
and the game preferably reveals the award of the unselected symbol, as 
indicated by oval 146. 

If the player does not keep the current award and plays for a 

15 chance at the ultimate award, as indicated by a negative response to the 
query of diamond 144, the game enables the player to select one of the 
hidden awards associated with a symbol disclosed in Fig. 8, as indicated 
by the block 148. After the player selects one of the masked or hidden 
awards, the present invention makes a decision based upon whether the 

20 player selected the award upgrade or the consolation award. 

The present invention invokes the tease sequence of Fig. 7 
preferably, only if the player selects the consolation award, as indicated by 
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a positive response to the query of diamond 150. Even then, the game 
randomly decides whether to invoke the tease sequence. If the game 
does not invoke the tease sequence, as indicated by a negative response 
to the query of diamond 152, the bonus round ends, the player wins the 
5 selected consolation award from the database of Fig. 4 and the game 
reV eals the unselected award upgrade, as indicated by the oval 154. 

The game randomly decides whether to invoke the tease sequence 
based upon any probability distribution desired by the implementor. The 
game can invoke the tease sequence a predetermined percent of the time, 

10 such as fifty percent, whenever the player selects the consolation award. 
The game can alternatively vary the percentage, for example, set a 90% 
chance invoking the tease sequence if the player selects the consolation 
award on the first award exchange sequence, 50% if the player selects the 
consolation award on the second award exchange sequence, etc. 

15 If the game invokes the tease sequence, as indicated by a positive 

response to the query of diamond 152, the game invokes substantially the 
same tease sequence as described above in Fig. 7. Referring to Fig. 7, 
there are two differences in the tease sequence of the alternative 
embodiment from that of the preferred embodiment. First, the block 124 

20 enabling a player to change the player's mind does not exist and thus if a 
player does not keep the current award with the incremental tease, as 
indicated by the negative response to diamond 120, the game 



30 



automatically determines if another incremental tease award exists, as 
indicated by the block 126. The game only invokes the tease sequence in 
this embodiment when the player selects the consolation award and 
therefore the game preferably does not enable the player to have a 
change of mind and possibly select the award upgrade. 
A ir >\ Second, diamond 132 in which the game determines^wfJether 
another award upgrade exists is not applicable in/fne alternative 
embodiment because the player has permanently selected the consolation 
award, i.e., the game ending award. After the'revealing the selected and 
10 unselected awards in block 130, the dame automatically ends and the 
player who the player who the selected consolation award as indicated by 
the oval 134. In the alternative embodiment, the game does not return to 
the award exchange sequence from the tease sequence, as indicated by 
the block 136. Iryall other respects the tease sequence is the same for 
15 the alternatiyeembodiment; namely, the game randomly selects and adds 
any nuproer of incremental tease awards, as indicated by diamond 126. 
Again, the present invention preferably varies the number of incremental 
/tease additions so that the game does not become predictable. 
/ Referring again to Fig. 9 and specifically to diamond 150, if the 

20 player selects the award upgrade, as indicated by a negative response to 
the query of diamond 150, the bonus round determines if another award 
exchange sequence exists, as indicated by diamond 156. If not, as 
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indicated by the negative response to the query of diamond 156, the 
bonus round ends, the player wins the award upgrade, which can be the 
ultimate award, and the game reveals the unselected award, as indicated 
by the block 158. It should be appreciated that this embodiment does not 
5 enable the player to rejuvinate or drive the bonus round in the tease 
sequence by selecting another symbol after selecting the hidden 
consolation award. At the same time, the alternative embodiment does 
not enable the player to ruin or end the round after selecting the hidden 
award upgrade. 

10 If another award exchange sequence exists, as indicated by the 

positive response to the query of diamond 156, the game continues and 
the player gets to play another award exchange or deal. In this example 
of the alternative embodiment, the player has a one in two chance of 
selecting an award upgrade and advancing to the next award exchange 

15 sequence. The present invention contemplates providing any such 
percentage of having the player advance. 

As indicated by the block 160, the player wins the award upgrade, 
which the game sets to be the player's current award in the next award 
exchange sequence. The game selects a new value from the next award 

20 upgrade row of the database of Fig. 4 and randomly assigns it to one of 
the symbols "A" or "B" illustrated in Fig. 8. The game selects the 
consolation award from the next consolation row of the database of Fig. 4 
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and assigns it to the remaining symbol "A" or "B". The game then returns 
the player to the instructional prompt indicated by block 142. The 
alternative award exchange sequence continues until the sequence ends 
as indicated by ovals 146, 154 or in ovals contained in the tease sequence 
5 of Fig. 7. 

While the present invention is described in connection with what is 
presently considered to be the most practical and preferred embodiments, 
it should be appreciated that the invention is not limited to the disclosed 
embodiments, and is intended to cover various modifications and 
1 0 equivalent arrangements included within the spirit and scope of the claims. 
Modifications and variations in the present invention may be made without 
departing from the novel aspects of the invention as defined in the claims, 
and this application is limited only by the scope of the claims. 
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